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1

HEAD TO HEAD GAMBLING HYBRID
GAMES

CROSS-REFERENCE TO RELAT
APPLICATIONS D

T
»

This application 1s a continuation of Patent Cooperation
Treaty Application No. PCT/US13/204°79, filed on Jan. 7,
2013, which claims the benefit of U.S. Provisional Patent
Application No. 61/631,524 filed on Jan. 5, 2012, and is 1"
related to Patent Cooperation Treaty Application No. PCT/
US11/26768, filed Mar. 1, 2011, Patent Cooperation Treaty
Application No. PCT/US11/63587, filed on Dec. 6, 2011, and
Patent Cooperation Treaty Application No. PCT/US12/
58156, filed on Sep. 29, 2012, the contents of each of which 1°

are hereby incorporated by reference in its entirety as 1f stated
in full herein.

FIELD OF THE INVENTION

20

Embodiments of the present invention are generally related
to gaming and more specifically to a head to head gambling
hybrid game that includes both an entertainment game and a
gambling game capable of coordinating head to head gam-
bling games that are based upon the entertainment game 2°
gameplay sessions of multiple players.

BACKGROUND

The gaming machine manufacturing industry has tradition- 30
ally developed gaming machines with a gambling game. A
gambling game 1s typically a game of chance, which 1s a game
where the outcome of the game 1s generally dependent solely
on chance (such as a slot machine). A game of chance can be
contrasted with a game of skill where the outcome of the 35
game may depend upon a player’s skill with the game. Gam-
bling games are typically not as interactive and do not include
graphics as sophisticated as an entertainment game, which 1s

a game of skill such as a video game.
40

SUMMARY OF THE INVENTION

Systems and methods 1n accordance with embodiments of
the 1nvention operate a head to head gambling hybrid game.
One embodiment includes a head to head gambling hybrid 45
game, including: a real world engine constructed to provide at
least one randomly generated payout of real world credits
from at least one wager 1n at least one gambling game; an
entertainment soltware engine constructed to execute a mul-
tiplayer entertainment game providing outcomes based upon 50
a player’s skillful execution of the multiplayer entertainment
game to earn a payout of game world credits; and a game
world engine constructed to manage the entertainment soft-
ware engine and communicate gameplay gambling event
occurrences based upon a player’s skiallful execution of the 55
multiplayer entertainment game that trigger at least one
wager in the gambling game to the gambling game; where the
game world engine utilizes a head to head gambling control-
ler constructed to: instruct the real world engine to conduct a
head to head gambling session 1in which atleast two players of 60
the multiplayer entertainment game conduct at least one
wager 1n at least one gambling game where real world credit
payout as a result of the at least one wager 1n the at least one
gambling game of the head to head gambling session 1s dis-
tributed between the at least two players of the multiplayer 65
entertainment game within the head to head gambling ses-
sion; and parameterize wager terms of each wager made 1n

2

cach gambling game of the head to head gambling session
using information related to gameplay within the multiplayer
entertainment game.

In a further embodiment, the wager terms include at least
one wager term selected from the group consisting of odds of
return for wagers 1n a pay table, real world credit commitment
to begin a head to head gambling session, and a relationship
between a real world credit payout and a payout of resources
utilized 1n multiplayer entertainment game gameplay.

In another embodiment, the head to head gambling con-
troller 1s constructed to detect occurrence of a latch event
where at least one player action from at least one player
responsive to gameplay within a multiplayer entertainment
game gameplay session causes the at least two players of the
multiplayer entertainment game to enter into the same head to
head gambling session.

In a still further embodiment, the information related to
gameplay within the multiplayer entertainment game 1s an
entertainment game’s variable set, which includes aspects of
a multiplayer entertainment game that can vary during game-
play progression.

In still another embodiment, the entertainment game’s
variable set includes at least one variable selected from the
group consisting of real world credits and game world credits.

In a yet further embodiment, the entertamnment game’s
variable set includes at least one variable selected from the
group consisting ol enabling elements that are limited
resources whose consumption enables a player’s play of the
entertainment game, actionable elements that trigger a wager
in a gambling game when acted upon, required objects 1n an
entertainment game necessary for an actionable elementto be
acted upon, required environmental conditions that are a
game state necessary within an entertainment game for an
actionable element to be acted upon and controlled entity
characteristics which 1s a status necessary for a controlled
entity associated with a player for an actionable element to be
acted upon.

In yet another embodiment, the head to head gambling
controller 1s constructed to conduct a head to head gambling
session after testing the head to head gambling hybrid game
for criteria that dictate whether a head to head gambling
session 1s enabled.

In a further embodiment again, a player of a head to head
gambling hybrid game 1s an electronic representation of inter-
actions associated with a player profile of the head to head
gambling hybrid game.

In another embodiment again, the head to head gambling
controller 1s constructed to execute on the game world engine.

In a further additional embodiment, the head to head gam-
bling controller i1s constructed to execute on a head to head
gambling server and communicate with the game world
engine via a network.

Another additional embodiment includes a method of
operating a head to head gambling hybrid game, the method
including: instructing a real world engine to conduct a head to
head gambling session 1 which at least two players of a
multiplayer entertainment game of the head to head gambling
hybrid game conduct at least one wager 1n the at least one
gambling game where real world credit payout as a result of
the at least one wager in the at least one gambling game of the
head to head gambling session 1s distributed between the at
least two players of the multiplayer entertainment game
within the head to head gambling session using a head to head
gambling controller utilized by a game world engine, where:
the game world engine 1s constructed to communicate game-
play gambling event occurrences based upon a player’s skall-
tul execution of the multiplayer entertainment game to earn a



US 9,047,735 B2

3

payout of gameplay resources 1n the form of game world
credits as detected by an entertainment software engine that
triggers at least one wager 1n a gambling game to the gam-
bling game including a real world engine constructed to pro-
vide at least one wager as a randomly generated payout of
gameplay resources in the form of real world credits for the
gambling game; and parameterizing wager terms ol each
wager made 1 each gambling game of the head to head
gambling session using information related to gameplay
within the multiplayer entertainment game using the head to
head gambling controller.

In a still yet further embodiment, the wager terms include
at least one wager term selected from the group consisting of
odds of return for wagers 1 a pay table, real world credit
commitment to begin a head to head gambling session, and a
relationship between an real world credit payout and a payout
of resources utilized 1 multiplayer entertainment game
gameplay.

In st1ll yet another embodiment, the head to head gambling
controller 1s constructed to detect occurrence of a latch event
where at least one player action from at least one player
responsive to gameplay within a multiplayer entertainment
game gameplay session causes the at least two players of the
multiplayer entertainment game to enter into the same head to
head gambling session.

In a still further embodiment again, the information related
to gameplay within the multiplayer entertainment game 1s an
entertainment game’s variable set, which includes aspects of
a multiplayer entertainment game that can vary during game-
play progression.

In still another embodiment again, the entertainment
game’s variable set includes at least one variable selected
from the group consisting of real world credits and game
world credits.

In a still further additional embodiment, the entertainment
game’s variable set includes at least one variable selected
from the group consisting of enabling elements that are lim-
ited resources whose consumption enables a player’s play of
the entertamnment game, actionable elements that trigger a
wager 1n a gambling game when acted upon, required objects
in an entertainment game necessary for an actionable element
to be acted upon, required environmental conditions that are
a game state necessary within an entertainment game for an
actionable element to be acted upon and controlled entity
characteristics which 1s a status necessary for a controlled
entity associated with a player for an actionable element to be
acted upon.

In still another additional embodiment, the head to head
gambling controller 1s constructed to conduct a head to head
gambling session after testing the head to head gambling
hybrid game for criteria that dictate whether a head to head
gambling session 1s enabled.

In a yet further embodiment again, a player of a head to
head gambling hybrid game 1s an electronic representation of
interactions associated with a player profile of the head to
head gambling hybrid game.

In yet another embodiment again, the head to head gam-
bling controller 1s constructed to execute on the game world
engine.

A yet further additional embodiment includes a machine
readable medium contaiming processor instructions, where
execution of the 1nstructions by a processor causes the pro-
cessor to perform a process including: instructing areal world
engine to conduct a head to head gambling session in which at
least two players of a multiplayer entertainment game of a
head to head gambling hybrid game conduct at least one
wager 1n the at least one gambling game where real world
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credit payout as a result of the at least one wager 1n the at least
one gambling game of the head to head gambling session 1s
distributed between the at least two players of the multiplayer
entertainment game within the head to head gambling session
using a head to head gambling controller utilized by a game
world engine, where: the game world engine 1s constructed to
communicate gameplay gambling event occurrences based
upon a player’s skillful execution of the multiplayer enter-
tainment game to earn a payout of gameplay resources in the
form of game world credits as detected by an entertainment
soltware engine that triggers at least one wager 1n a gambling
game to the gambling game including a real world engine
constructed to provide at least one wager as a randomly
generated payout of gameplay resources 1n the form of real
world credits for the gambling game; and parameterizing
wager terms of each wager made 1n each gambling game of
the head to head gambling session using information related
to gameplay within the multiplayer entertainment game using
the head to head gambling controller.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 illustrates a head to head gambling hybrid game 1n
accordance with an embodiment of the invention.

FIG. 2 1s a system diagram that 1llustrates a network dis-
tributed head to head gambling hybrid game 1n accordance
with an embodiment of the invention.

FIG. 3A illustrates a flow chart of a process ol gameplay
with a gambling game that 1s not part of a head to head
gambling session 1n accordance with an embodiment of the
invention.

FIG. 3B illustrates a conceptual diagram that illustrates
utilization of resources 1n the process 1llustrated in FIG. 3A in
accordance with an embodiment of the invention.

FIG. 4 1llustrates a flow chart of a process of head to head
gambling hybrid game gameplay with a gambling game that
1s part of a head to head gambling session 1n accordance with
an embodiment of the mvention.

FIG. 5 illustrates a flow chart of a process of parameteriz-
ing wager terms of a head to head gambling session using a
head to head gambling controller 1n accordance with an
embodiment of the invention.

FIG. 6 illustrates a conceptual diagram that illustrates a
process of operating a head to head gambling controller in
accordance with an embodiment of the invention.

FIG. 7 1s a conceptual diagram that 1llustrates a process of
operating a head to head gambling hybrid game where two
players enter the same gambling game 1n accordance with an
embodiment of the invention.

FIG. 8 15 a conceptual diagram that 1llustrates a process of
operating a head to head gambling hybrid game where two
players enter different gambling games 1n accordance with an
embodiment of the mnvention.

FIG. 9 1s a conceptual diagram that illustrates a process of
operating a head to head gambling hybrid game where a latch
event does not require usage of an actionable element 1n
accordance with an embodiment of the invention.

FIG. 10 1s a conceptual diagram that 1llustrates a process of
operating a head to head gambling hybrid game where
enabling elements are stored 1n an enabling element queue 1n
accordance with an embodiment of the invention.

FIG. 11 1s a conceptual diagram that 1llustrates a process of
operating a head to head gambling hybrid game where trans-
port testing 1s utilized to determine when reserve enabling
clements are released to entertainment game gameplay 1n
accordance with an embodiment of the invention.
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FIG. 12 1llustrates a hardware architecture diagram of a
processing apparatus utilized 1in the implementation of a head

to head gambling hybrid game 1n accordance with an embodi-
ment of the mvention.

DETAILED DESCRIPTION

Turning now to the drawings, systems and methods for
operation of a head to head gambling hybrid game are 1llus-
trated. In several embodiments, a head to head gambling
hybrid game 1s a form of a hybrid game that integrates a head
to head gambling controller with both a gambling game that
includes a real world engine (RWE) which manages the gam-
bling game, as well as an entertainment game that includes a
game world engine (GWE) which manages the entertainment
portion of a game, and an entertainment software engine
(ESE) which executes the entertainment game for user enter-
tainment. In certain embodiments, the head to head gambling
hybrid game also includes a user interface associated with
cither or both the gambling game and the entertainment game.
A player of a head to head gambling hybrid game i1s the
clectronic representation of interactions, typically via a user
interface, associated with a player profile of the head to head
gambling hybrid game. In operation of a head to head gam-
bling hybrid game, a player acts upon various types of ele-
ments of the entertainment game 1n a game world environ-
ment. Upon acting on some of these elements, a wager 1s
triggered 1n the gambling game. In playing the entertainment
game, using the elements, a player can consume and accrue
game world credits (GWC) within the entertainment game.
These credits can be 1n the form of (but are not limited to)
game world objects, experience points, or points generally.
Wagers are made 1n the gambling game using real world
credits (RWC). The real world credits can be credits 1n an
actual currency, or may be credits 1n a virtual currency which
has real world value. Gambling outcomes from the gambling
game may cause consumption, loss or accrual of RWC. In
addition, gambling outcomes in the gambling game may
influence elements 1n the entertainment game such as (but not
limited to) by restoring a consumed element, causing the loss
ol an element, restoration or placement of a fixed element.
Example elements include enabling elements (EE) which are
clements that enable a player’s play of the entertainment
game and whose consumption by the player while playing the
entertainment game may trigger a wager in a gambling game.
In addition, EE may also be replenished during play within
the entertainment game based on an outcome of a triggered
wager. Other types of elements include actionable elements
(AE) which are elements that are acted upon to trigger a
wager 1n the gambling game and may not be restorable during,
normal play of the entertainment game. In progressing
through entertainment game gameplay, a player can utilize a
controlled entity (CE) which 1s a character, entity, inamimate
object, device or other object under control of a player. Also,
entertainment game gameplay progress can be dependent
upon: a required object (RO) which 1s a specific object 1n an
entertainment game necessary for an AE to be completed
(such as but not limited to a specific key needed to open a
door); a required environmental condition (REC) which 1s a
game state necessary within an entertainment game for an AE
to be completed (such as but not limited to daylight that 1s
required to walk through woods); or a controlled entity char-
acteristic (CEC) which 1s a status necessary of the CE within
an entertainment game for an AE to be completed (such as but
not limited to a CE required to have full health points before
entering battle). Various hybrid games are discussed 1n Patent
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Mar. 1, 2011, entitled ENRICHED GAME PLAY ENVI-
RONMENT (SINGLE and/or MULTIPLAYER) FOR
CASINO APPLICATIONS and Patent Cooperation Treaty
Application No. PCT/US11/63587, filed Dec. 6, 2011,
entitted ENHANCED SLOT-MACHINE FOR CASINO
APPLICATIONS each disclosure of which 1s hereby 1ncor-
porated by reference in 1ts entirety.

In many embodiments, a head to head gambling hybnd
game 15 a hybrid game with a head to head gambling control-
ler that parameterizes a session of head to head gambling 1n
accordance with entertainment game gameplay information.
Head to head gambling 1s a multiplayer gambling session
executed by the RWE where at least two players of a multi-
player entertainment game conduct at least one wager 1n at
least one gambling game 1n which real world credit won as a
result of the at least one wager 1n at least one gambling game
1s distributed between at least two players of the multiplayer
entertainment game.

In numerous embodiments, a head to head gambling con-
troller of a head to head gambling hybrid game parameterizes
wager terms of at least one wager conducted 1n at least one
gambling game between at least two players of the multi-
player entertainment game during the head to head gambling
session using information related to gameplay within the
entertainment game. The information related to gameplay
within the entertainment game can include (but 1s not limited
to) an entertainment game’s variable set which are variables
related to an entertainment game (such as but not limited to
RWC, GWC, EE, AE, ROs, RECs, and CECs) or a manual
operation by a player (such as but not limited to a player
manually electing to enter a head to head gambling session).

In several embodiments, a head to head gambling control-
ler of a head to head gambling hybrid game initiates a head to
head gambling session by detecting the occurrence of a latch
event 1n an entertainment game. A latch event 1s at least one
player action from at least one player responsive to gameplay
within an entertainment game gameplay session that affects at
least two players by causing each player to enter into the same
head to head gambling session. A player action can be any
type of action within a head to head gambling hybrid game
ascribed within entertainment game gameplay to a playver,
such as a human player associated with a human player pro-
file, from a user interface or a computer player generated
automatically from information 1n a computer player profile
stored within the head to head gambling hybrid game. A
player action can be an action 1n gameplay performed by a
player (such as but not limited to a player entering a tavern) or
an action 1n gameplay not performed by the player that still
alfects the player (such as but not limited to a player receiving
a kill shot from another player 1n a shooting type of entertain-
ment game). A latch event can be defined by an operator of a
head to head gambling entertainment game (such as but not
limited to a casino that hosts the head to head gambling hybrid
game) or by players of a head to head entertainment game.

In a number of embodiments, a head to head gambling
controller can determine whether head to head gambling 1s
either enabled or disabled by testing the head to head gam-
bling hybrid game for criteria set by an operator of a head to
head gambling entertainment game or players of a head to
head entertainment game. In certain embodiments, the
enablement of head to head gambling dictates whether the
head to head gambling controller can detect a latch event.

In numerous embodiments, a head to head gambling con-
troller can be implemented locally on a head to head gambling
hybrid game within the GWE to parameterize a head to head
gambling session executed by the RWE, remotely ona head to
head gambling server accessible to a head to head gambling
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hybrid game via a network or as a distributed system where
processes of a head to head gambling controller occur locally
on a head to head gambling hybrid game and on a remote
Server.

In several embodiments, a head to head gambling control-
ler can access a database containing various player profiles,
an entertainment game’s variable set, rules that govern the
parameterization of a gambling game, defimitions of a latch
event and/or criteria utilized to test for enablement or disable-
ment of head to head gambling. A head to head gambling
controller can utilize the database to store and retrieve infor-
mation related to players and/or gameplay within a head to
head gambling hybrid game. In certain embodiments, the
GWE can track the players engaged 1in gameplay with the
head to head gambling controller managing the parameter-
ization of a head to head gambling game with information
related to gameplay within the entertainment game, such as
but not limited to an entertainment game’s variable set pro-
vided to the head to head gambling controller by the GWE.

Head to head gambling hybrid games 1n accordance with
embodiments of the mvention are discussed below.
Head to Head Gambling Hybrid Games

In many embodiments, a head to head gambling hybrid
game 1ntegrates high levels of entertainment content with a
game of skill (entertainment game), a gambling experience
with a game of chance (gambling game). A head to head
gambling hybrid game provides for random outcomes inde-
pendent of player skill while providing that the user’s gaming
experience (as measured by obstacles/challenges encoun-
tered, time of play and other factors) 1s shaped by the player’s
skill. The head to head gambling hybrid game can also utilize
a head to head gambling controller to parameterize a head to
head gambling session of at least one gambling game based
upon information related to entertainment game gameplay. A
head to head gambling hybrid game in accordance with an
embodiment of the invention 1s 1llustrated 1n FI1G. 1. The head
to head gambling hybrid game 128 includes a RWE 102,
GWE 112, ESE 120, gambling game user interface 122 and
entertainment game user nterface 124. The two user inter-
faces may be part of the same user iterface but are separate
in the i1llustrated embodiment. The RWE 102 1s connected
with the GWE 112 and the gambling game user interface 122.
The ESE 120 1s connected with the GWE 112 and the enter-
tainment game user interface 124. The GWE 112 1s connected
also with the entertainment game user interface 124.

In several embodiments, the RWE 102 1s the operating
system for the gambling game of the skill calibrated hybrid
game 128 and controls and operates the gambling game. The
operation of a gambling game 1s enabled by RWC, such as
money or other real world funds. A gambling game can
increase or decreases an amount of RWC based on random
gambling outcomes, where the gambling proposition of a
gambling game 1s typically regulated by gaming control bod-
1es. In many embodiments, the RWE includes a RW operating
system (OS) 104, random number generator (RNG) 106, level
n real-world credit pay tables (Table Ln-RWC) 108, RWC
meters 110 and other software constructs that enable a game
of chance to offer a fair and transparent gambling proposition,
and to contain the auditable systems and functions that can
cnable the game to obtain gaming regulatory body approval.

A random number generator (RNG) 106 includes software
and/or hardware algorithms and/or processes, which are used
to generate random outcomes. A level n real-world credit pay
table (Table Ln-RWC) 108 1s a table that can be used in
conjunction with a random number generator (RNG) 106 to
dictate the real world credits (RWC) earned as a function of
sponsored gameplay and 1s analogous to the pay tables used 1n
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a conventional slot machine. Table Ln-RWC payouts are
independent of player skill. There may be one or a plurality of
Table Ln-RWC pay tables 108 contained 1n a gambling game,
the selection of which may be determined by factors includ-
ing (but not limited to) game progress a player has earned,
and/or bonus rounds which a player may be eligible for. Real
world credits (RWC) are credits analogous to slot machine
game credits, which are entered into a gambling game by the
user, either 1 the form of money such as hard currency or
clectronic funds. RWCs can be decremented or augmented
based on the outcome of a random number generator accord-
ing to the Table Ln-RWC real world credits pay table 108,
independent of player skill. In certain embodiments, an
amount of RWC can be required to enter higher ESE game
levels. RWC can be carried forward to higher game levels or
paid out if a cash out 1s opted for by a player. The amount of
RWC required to enter a specific level of the game level n
need not be the same for each level.

In many embodiments, the GWE 112 manages the overall
head to head gambling hybrid game operation, with the RWE
102 and the ESE 120 etfectively being support units to the
GWE 112. In several embodiments, the GWE 112 contains
mechanical, electronic and software system for an entertain-
ment game. The GWE 112 includes a GW game operating
system (OS) 114 that provides control of the entertainment
game. The GWE additionally contains a level n game world
credit pay table (Table Ln-GWC) 116 from where to take
input from this table to affect the play of the entertainment
game. The GWE 112 can further couple to the RWE 102 to
determine the amount of RWC available on the game and
other metrics of wagering on the gambling game (and poten-
tially affect the amount of RWC in play on the RWE). The
GWE additionally contains various audit logs and activity
meters (such as the GWC meter) 118. The GWE 112 can also
couple to a centralized server for exchanging various data
related to the player and their activities on the game. The
GWE 112 furthermore couples to the ESE 120.

In many embodiments, a level n game world credit pay
table (Table Ln-GWC) 116 dictates the GWC earned as a
function of player skill in the nth level of the game. The
payouts governed by this table are dependent upon player
skill and sponsored gameplay at large and may or may not be
coupled to a random number generator. In several embodi-
ments, game world credits (GWC) are player points earned or
depleted as a function of player skill, specifically as a function
of player performance 1n the context of the game. GWC 1s
analogous to the score 1n a typical video game. Each enter-
tainment game has one or more scoring criterion, embedded
within the Table Ln-GWC 116 that reflects player perfor-
mance against the goal(s) of the game. GWC can be carried
forward from one level of sponsored gameplay to another, and
ultimately paid out 1n various manners such as directly in
cash, or indirectly such as earning entrance mnto a sweep-
stakes drawing, or earning participation 1n, or victory in, a
tournament with prizes. GWC may be stored on a player
tracking card or in a network-based player tracking system,
where the GWC 1s attributed to a specific player.

In certain embodiments, the operation of the GWE does not
alfectthe RWE’s gambling operation except for player choice
parameters that are allowable 1n slot machines today includ-
ing but not limited to the wager amount, how fast the player
wants to play (by pressing a button or pulling the slot’s
handle) and/or agreement to wager into a bonus round. In this
sense, the RWE 102 provides a fair and transparent, non-skill
based gambling proposition co-processor to the GWE 112. In
the illustrated embodiment, the communication link shown

betweenthe GWE 112 and the RWE 102 allowsthe GWE 112
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to obtain information from the RWE 102 as to the amount of
RWC available 1n the gambling game. The communication
link can also convey a necessary status operation of the RWE
(such as on-line or tilt). The communication link can further
communicate the various gambling control factors which the
RWE 102 uses as input, such as the number of RWC con-
sumed per game or the player’s election to enter a jackpot
round. InFIG. 1, the GWE 112 1s also shown as connecting to
the player’s user interface directly, as this may be necessary to
communicate certain entertainment game club points, player
status, control the selection of choices and messages which a
player may find usetul 1n order to adjust their entertainment
game experience or understand their gambling status in the
RWE 102.

In various embodiments, the ESE 120 manages and con-
trols the visual, audio, and player control for the entertain-
ment game. In certain embodiments, the ESE 120 accepts
input from a player through a set of hand controls, and/or
head, gesture, and/or eye tracking systems and outputs video,
audio and/or other sensory output to a user interface. In many
embodiments, the ESE 120 can exchange data with and
accept control information from the GWE 112. In several
embodiments an ESE 120 can be implemented using a per-
sonal computer (PC), a Sony PlayStation® (a video game
console developed by Sony Computer Entertainment of
Tokyo Japan), or a Microsoit Xbox® (a video game console
developed by Microsoit Corporation of Redmond, Wash.)
running a specific entertainment game software program. In
numerous embodiments, an ESE can be an electromechanical
game system ol a head to head gambling hybrid game that 1s
an electromechanical hybrid game. An electromechanical
hybrid game executes an electromechanical game for player
entertainment. The electromechanical game can be any game
that utilizes both mechanical and electrical components,
where the game operates as a combination of mechanical
motions performed by at least one player or the electrome-
chanical game 1itself. Various electromechanical hybnd
games are discussed 1n Patent Cooperation Treaty Applica-
tion No. PCT/US12/38156, filed Sep. 29, 2012, the contents
of which are hereby incorporated by reference in their
entirety.

The ESE 120 operates mostly independently from the
GWE 112, except that via the interface, the GWE 112 may
send certain GW game control parameters and elements to the
ESE 120 to affect its play, such as (but not limited to) what
level of character to be using, changing the difficulty level of
the game, changing the type of gun or car i use, and/or
requesting potions to become available or to be found by the
character. These game control parameters and elements may
be based on a gambling outcome of a gambling game that was
triggered by an element in the entertainment game being,
acted upon by the player. The ESE 120 can accept this input
from the GWE 112, make adjustments, and continue the play
action all the while running seamlessly from the player’s
perspective. The ESE’s operation 1s mostly skill based,
except for where the ESE’s processes may inject complexities
into the game by chance 1n 1ts normal operation to create
unpredictability in the entertainment game. Utilizing this
interface, the ESE 120 may also communicate player choices
made 1n the game to the GWE 112, such as but not limited to
selection of a different gun, and/or the player picking up a
special potion in the GW environment. The GWE’s job 1n this
architecture, being interfaced thusly to the ESE 120, 1s to
allow the transparent coupling of entertainment software to a
fair and transparent random chance gambling game, provid-
ing a secamless perspective to the player that they are playing
a typical popular entertainment game (which 1s skill based).
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In certain embodiments, the ESE 120 can be used to enable a
wide range of entertainment games including but not limited
to popular titles from arcade and home video games, such as
but not limited to Gears of War (a third person shooter game
developed by Epic Games of Cary, N.C.), Time Crisis (a
shooter arcade game developed by Namco Ltd of Tokyo,
Japan), or Madden Football (an American football video
game developed by EA Tiburon of Maitland, Fla.). Providers
ol such software can provide the previously described inter-
face by which the GWE 120 can request amendments to the
operation of the ESE software 1n order to provide seamless
and sensible operation as both a gambling game and an enter-
tainment game.

In several embodiments, the RWE 102 can accept a trigger
to run a gambling game 1n response to actions taken by the
player 1n the entertainment game as conveyed by the ESE 120
to the GWE 112, or as triggered by the GWE 112 based on its
algorithms, background to the overall game from the player’s
perspective, but can provide information to the GWE 112 to
expose the player to certain aspects of the gambling game,
such as (but not limited to) odds, amount of RWC in play, and
amount of RWC available. The RWE 102 can accept modifi-
cations in the amount of RWC wagered on each individual
gambling try, or the number of games per minute the RWE
102 can execute, entrance 1nto a bonus round, and other
factors, all the while these factors can take a different form
than that of a typical slot machine. An example of a varying
wager amount that the player can choose might be that they
have decided to play with a more powerful character 1n the
game, a more powertul gun, or a better car. These choices can
increase or decrease the amount wagered per individual gam-
bling game, 1n the same manner that a standard slot machine
player may decide to wager more or less credits for each pull
of the handle. In several embodiments, the RWE 102 can
communicate a number of factors back and forth to the GWE
112, via an interface, such increase/decrease in wager being a
function of the player’s decision making as to their opera-
tional profile in the entertainment game (such as but not
limited to the power of the character, gun selection or car
choice). In this manner, the player 1s always 1n control of the
per game wager amount, with the choice mapping to some
parameter or component that 1s applicable to the entertain-
ment game experience of the hybrid game. In a particular
embodiment, the RWE 102 operation can be a game of chance
as a gambling game running every 10 seconds where the
amount wagered 1s communicated from the GWE 112 as a
function of choices the player makes 1n the operation profile
in the entertainment game such as those cited above.

In many embodiments, a head to head gambling hybnd
game integrates a video game style gambling machine, where
the gambling game (including an RWE 102 and RWC) 1s not
player skill based, while at the same time allows players to use
their skills to earn club points which a casino operator can
translate to rewards, tournament opportunities and prizes for
the players. The actual exchange of monetary funds earned or
lost directly from gambling against a game of chance 1n a
gambling game, such as a slot machine, 1s preserved. At the
same time a rich environment of rewards to stimulate gamers
can be established with the entertainment game. In several
embodiments, the head to head gambling hybrid game can
leverage very popular titles with gamers and provides a sea
change environment for casinos to attract players with games
that are more akin to the type of entertainment that a younger
generation desires. In various embodiments, players can use
their skill towards building and banking GWC that 1n turn can
be used to win tournaments and various prizes as a function of
their gamer prowess. Numerous embodiments minimize the
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underlying changes needed to the alorementioned entertain-
ment software for the hybrid game to operate within an enter-
tainment game construct, thus making a plethora of complex
game fitles and environments, rapid and inexpensive to
deploy 1n a gambling environment.

In certain embodiments, head to head gambling hybrid
games also allow players to gain entry into subsequent com-
petitions through the accumulation of game world credits
(GWC) that accrue as a function of the user’s demonstrated
skill at the game. These competitions can pit individual play-
ers or groups of players against one another and/or against the
casino to win prizes based upon a combination of chance and
skill. These competitions may be either asynchronous events,
whereby players participate at a time and/or place of their
choosing, or they may be synchronized events, whereby play-
ers participate at a specific time and/or venue.

In many embodiments, one or more players engage in
playing an entertainment game, resident in the ESE, the out-
comes of which are dependent at least 1n part on skill. The
head to head gambling hybrid game can include an entertain-
ment game that includes head to head play between a single
player and the computer, between two or more players against
one another, or multiple players playing against the computer
and/or each other, as well as the process by which players bet
on the outcome of the entertainment game. The entertainment
game can also be a game where the player 1s not playing
against the computer or any other player, such as 1n games
where the player 1s effectively playing against himself or
herself (such as but not limited to Solitaire and Babette).

In many embodiments, 11 an entertainment game includes a
version ol Madden Football™ a player can bet on whether or
not the player 1s going to beat the computer, or if the player 1s
playing against another player, that other player. These bets
can be made, for example, on the final outcome of the game,
and/or the state of the game along various intermediary points
(such as but not limited to the score at the end of the 1st
quarter) and/or on various measures associated with the game
(such as but not limited to the total offensive yards, number of
turnovers, or number of sacks). Players can bet against one
another, or engage the computer in a head to head competition
in the context of their skill level 1n the entertainment game 1n
question. As such, players can have a handicap associated
with their player profile that describes their skill (which can
be their professed skill in certain embodiments), and which 1s
used by a GWE (such as alocal GWE or a GWE that receives
services from remote servers) to ofler appropriate bets around
the final and/or intermediate outcomes of the entertainment
game, and/or to condition sponsored gameplay as a function
of player skill, and/or to select players across one or more
head to head gambling hybrid games to participate 1n head to
head games and/or tournaments.

Many embodiments enable the maximization of the num-
ber of players able to compete competitively by utilizing a
skill normalization controller. Handicapping enables players
ol varying performance potential to compete competitively
regardless of absolute skill level, such as but not limited to
where a player whose skill level identifies the player as a
beginner can compete 1n head to head or tournament play
against a highly skilled player with meaningtul results.

In several embodiments, wagers can be made among
numerous head to head gambling hybrid games with a global
betting manager (GBM). The GBM 1s a system that coordi-
nates wagers that are made across multiple head to head
gambling hybrid games by multiple players. In some imple-
mentations 1t can also support wagers by third parties relative
to the 1 game performance of other players. The GBM can
stand alone, or 1s capable of being embedded in one of a
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number of systems, including a GWE, ESE or any remote
server capable of providing services to a head to head gam-
bling hybrid game, or can operate independently on one or a
number of servers on-site at a casino, as part of a larger
network and/or the iternet or cloud in general. The GBM
also supports the management of lottery tickets 1ssued as a
function of sponsored gameplay.

Although various components of head to head gambling
hybrid games are discussed above, head to head gambling
hybrid games can be configured with any component as
appropriate to the requirements of a specific application 1n
accordance with embodiments of the invention. Network
connected head to head gambling hybrid games are discussed
below.

Network Connected Head to Head Gambling Hybrid Games

Head to head gambling hybrid games 1n accordance with
many embodiments of the invention can operate locally while
being network connected to draw services from remote loca-
tions or to communicate with other head to head gambling
hybrid games. In many embodiments, operations associated
with a head to head gambling hybrid game such as (but not
limited to) processes for calculating score or RWC and GWC
tracking can be performed across multiple devices. These
multiple devices can be implemented using a single server or
a plurality of servers such that ahead to head gambling hybrid
game 1s executed as a system 1n a virtualized space, such as
(but not limited to) where the RWE and GWE are large scale
centralized servers in the cloud coupled to a plurality of
widely distributed ESE controllers or clients via the Internet.

In many embodiments, an RWE server can perform certain
functionalities of a RWE of a head to head gambling hybnd
game. In certain embodiments, a RWE server includes a
centralized odds engine which can generate random out-
comes (such as but not limited to win/loss outcomes) for a
gambling game, thereby eliminating the need to have that
functionality of the RWE performed locally within the head
to head gambling hybrid game. The RWE server can perform
a number of simultaneous or pseudo-simultaneous runs 1n
order to generate random outcomes for a variety of odds
percentages that one or more networked head to head gam-
bling hybrid games may require. In certain embodiments, an
RWE of a head to head gambling hybrid game can send
information to a RWE server including (but not limited to)
Table Ln-RWC tables, maximum speed of play for a gam-
bling game, gambling game monetary denominations or any
promotional RWC provided by the operator of the head to
head gambling hybrid game. In particular embodiments, a
RWE server can send information to a RWE of a head to head
gambling hybrid game including (but not limited to) RWC
used 1n the gambling game, player profile information or play
activity and a profile associated with a player.

In several embodiments, a GWE server can perform the
functionality of the GWE across various head to head gam-
bling hybrid games. These tunctionalities can include (but are
not limited to) providing a method for monitoring high scores
on select groups of games, coordinating interactions between
gameplay layers, linking groups of games 1n order to join
them 1n head to head tournaments, and acting as a tournament
manager.

In a variety of embodiments, management of player profile
information can be performed by a GWE patron management
server separate from a GWE server. A GWE patron manage-
ment server can manage information related to a player pro-
file, including (but not limited to) data concerning players’
characters, players’ game scores, players’ RWC and GWC
and managing tournament reservations. Although a GWE
patron management server 1s discussed separate from a GWE
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server, 1 certain embodiments a GWE server also performs
the functions of a GWE patron management server. In certain
embodiments, a GWE of a head to head gambling hybnd
game can send information to a GW patron management
server including (but not limited to) GWC and RWC used 1n
a game, player profile information, play activity and profile
information for players and synchronization information
between a gambling game and an entertainment game or other
aspects of a head to head gambling hybrid game. In particular
embodiments, a GW patron management server can send
information to a GWE of a head to head gambling hybrnd
game including (but not limited to) entertainment game title
and type, tournament information, Table Ln-GWC tables,
special offers, character or profile setup and synchromization
information between a gambling game and an entertainment
game or other aspects of a head to head gambling hybrid
game.

In numerous embodiments, an ESE server provides a host
for managing head to head play, operating on the network of
ESEs which are connected to the ESE server by providing an
environment where players can compete directly with one
another and interact with other players. Although an ESE
server 15 discussed separate from a GWE server, 1n certain
embodiments a GWE server also performs the functions of an
ESE server.

In several embodiments, a head to head gambling server
can be connected with a head to head gambling hybrid game
and can implement a head to head gambling controller to
coordinate the activities of a head to head gambling hybrid
game. A head to head gambling controller can execute as part
of a head to head gambling server to parameterize a head to
head gambling session of at least one gambling game based
upon information related to entertainment game gameplay.

Servers connected via a network to implement head to head
gambling hybrid games 1n accordance with many embodi-
ments of the mvention can communicate with each other to
provide services utilized within a head to head gambling
hybrid game. In several embodiments a RWE server can
communicate with a GWE server. A RWE server can com-
municate with a GWE server to communicate any type of
information as appropriate for a specific application, includ-
ing (but not limited to): configure the various simultaneous or
pseudo simultaneous odds engines executing in parallel
within the RWE to accomplish the head to head gambling
hybrid game system requirements, determine metrics of
RWE performance such as random executions run and out-
comes for tracking system performance, perform audits, pro-
vide operator reports, and request the results of a random run
win/loss result for use of function operating within the GWE
(such as where automatic drawings for prizes are a function of
ESE performance).

In several embodiments a GWE server can communicate
with an ESE server. A GWE server can communicate with an
ESE server to communicate any type of information as appro-
priate for a specific application, including (but not limited to):
the management of an ESE server by a GWE server such as
the management of a head to head gambling hybrid game
tournament. Typically a GWE (such as a GWE that runs
within a head to head gambling hybrid game or on a GWE
server) 1s not aware of the relationship of i1tself to the rest of a
tournament since in a typical configuration the actual tourna-
ment play 1s managed by the ESE server. Therefore, manage-
ment of a head to head gambling hybrid game tournament can
include (but 1s not limited to) tasks such as: conducting tour-
naments according to system programming that can be coor-
dinated by an operator of the head to head gambling hybrid
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communicating the number of players 1n a tournament and
the status of the tournament (such as but not limited to the
amount of surviving players, their status within the game,
time remaining on the tournament); communicating the status
of an ESE contained 1n a game; communicating the perfor-
mance of its players within the tournament; communicating,
the scores of the various members in the tournament; and
providing a synchronizing link to connect the GWEs 1n a
tournament, with their respective ESE’s.

In several embodiments a GWE server can communicate
with a GW patron server. A GWE server can communicate
with a GW patron server to communicate any type of infor-
mation as appropriate for a specific application, including
(but not limited to) information for configuring tournaments
according to system programming conducted by an operator
of a head to head gambling hybrid game, exchange of data
necessary to link a player’s player profile to their ability to
participate in various forms of sponsored gameplay (such as
but not limited to the difficulty of play set by the GWE server
or the GWE 1n the game they are playing on), determining a
player’s ability to participate 1n a tournament as a function of
aplayer’s characteristics (such as but not limited to a player’s
gaming prowess or other metrics used for tournament screen-
ing), configuring the game contained GWE and ESE perfor-
mance to suit preferences of a player on a particular head to
head gambling hybrid game, as recorded 1n their player pro-
file, determining a player’s play and gambling performance
for the purposes of marketing 1ntelligence, and logging sec-
ondary drawing awards, tournament prizes, RWC and GWC
into the player profile.

In many embodiments, the actual location of where various
algorithms and functions are executed may be located either
in the game contained devices (RWE, GWE, ESE), on the
servers (RWE server, GWE server, or ESE server), or a com-
bination of both. In particular embodiments, certain functions
of a RWE server, GWE server, GW patron server or ESE
server may operate on the local RWE, GWE or ESE contained
with a head to head gambling hybrid game locally. In certain
embodiments, a server 1s a server system including a plurality
ol servers, where software may be run on one or more physi-
cal devices. Similarly, 1n particular embodiments, multiple
servers may be combined on a single physical device.

Head to head gambling hybrid games 1n accordance with
many embodiments of the invention can be networked with
remote servers 1n various configurations. A networked head to
head gambling hybrid game 1n accordance with an embodi-
ment of the invention 1s 1llustrated 1n FIG. 2. The networked
head to head gambling hybrid game 212 1s connected with a
RWE server 202, GW patron management server 204, GWE
server 206, ESE server 208 and a head to head gambling
server 214 over a network 210, such as (but not limited to) the
Internet. Servers networked with a networked head to head
gambling hybrid game 212 can also communicate with each
of the components of a networked head to head gambling
hybrid game and amongst the other servers 1n communication
with the networked head to head gambling hybrid game 212.

Although various networked head to head gambling hybrid
games are discussed above, head to head gambling hybrid
games can be networked 1n any configuration as appropriate
to the requirements of a specific application 1n accordance
with embodiments of the invention. Head to head gambling
controllers are discussed below.

Head to Head Gambling Controllers

A head to head gambling controller in accordance with
many embodiments of the invention enables a multiplayer
simultaneous gambling session where the wager terms in at
least one gambling game during the gambling session are
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parameterized in accordance with information related to
entertainment game gameplay. This can be contrasted with
gameplay where a gambling game 1s mitiated for a single
player only and/or that includes wager terms that are set
irrespective ol information related to entertamnment game
gameplay. In many embodiments, gambling games can be
executed within a head to head gambling hybrid game that
can be part of a head to head gambling session. Alternatively,
the gambling games can be executed outside of a head to head
gambling session.

In several embodiments, each player participating in a head
to head gambling hybrid game’s entertainment game con-
sumes EE (from an individual or collective store) 1n an enter-
tainment game, which in turn causes an AE within the enter-
tainment game. Each player participates in the same
entertainment game subject to 1nteractivity with each other
with the same rules for gameplay progression and utilization
of resources oflfered 1n the entertainment game.

In a number of embodiments, a head to head gambling
controller continuously monitors an entertainment game by
testing whether the conditions that enable or disable head to
head gambling are present. These tests can take entertainment
game gameplay information as arguments, such as an enter-
tainment game variable set. An entertainment game variable
set includes any and all variables related to the entertainment
game mncluding (but not limited to) players” EE, GWC, game
ROs, RECs, and CECs. These variables can also include
variables related to a player, as opposed to a player’s CE, or
operator-specified variables that can atfect the outcome of the
test as to whether a head to head gambling event can take
place.

When conditions that enable head to head gambling are
present, the head to head gambling controller can monitor
whether a latch event has occurred by which a head to head
gambling session can be initialized with wagers parameter-
1zed based upon the entertainment game variable set. A latch
event 1s an event 1n an entertainment game that triggers
parameterization of a head to head gameplay session by
which each the entertainment game gameplay of each player
that 1s to participate 1n a head to head gambling session 1s
(sufficiently) synchronized to generate meaningiul param-
cterization of a head to head gambling session. In certain
embodiments, a latch event requires that two players enter a
particular tavern 1in an adventure game for both players to
enter a head to head gambling session. After a first player
enters the tavern, the head to head gambling controller moni-
tors for the entry of a second player, at which time the head to
head gambling controller enables the gambling game to be
parameterized as a function of entertainment game gameplay
information, such as from an entertainment game variable set.

In many embodiments, parameterization of a head to head
gambling session includes defining the wager terms of wagers
made during gambling games undertaken during the head to
head gambling session. These wager terms can be defined
from detailing pay tables for wagers and establishing how any
gains from a wager are distributed among players involved 1n
a head to head gambling session. Parameterization of a head
to head gambling session also defines the functions that deter-
mine how much RWC each player contributes to a gambling
game 1 a head to head gambling session. The amount of
RWC each player contributes to a gambling game can be of a
different amount for each player for any given session of the
gambling game. Additionally, parameterization of a head to
head gambling session can also define the payouts from each
wager 1n the head to head gambling session. These payouts
can be payouts of RWC from the gambling games and/or also
as a payout that affects the entertainment game variable set of
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a player. Furthermore, parameterization of a head to head
gambling session can also define how payouts from wagers
made 1n the head to head gambling session are added to a
bonus pool.

A flow chart of a process of gameplay with a gambling
game that 1s not part of a head to head gambling session 1n
accordance with an embodiment of the invention 1s 1llustrated
in FIG. 3A. The process 300 includes executing (302) an
entertainment game, which in turn can trigger the execution
(304) of a gambling game. The gambling game can generate
(306) a payout of RWCs due to a wager made within the
gambling game. Optionally, the entertainment game can con-
tinue (308) to execute during and/or after the execution of the
gambling game and/or the payout from wagers made during
the gambling game. A conceptual diagram that illustrates
utilization of resources i a process similar to the process
illustrated 1n FIG. 3A 1 accordance with an embodiment of
the invention 1s illustrated in FIG. 3B. The diagram 3350
illustrates that a player 302 can instruct a CE 304 to utilize EE
306 to perform an AE 308 in an entertainment game. The AE
308 can then trigger a gambling game 1n which RWC 310 1s
utilized 1n a RWE 312 within at least one wager. When a
gambling game session 1s completed, a determination 1s made
as to whether there 1s any RWC 314 left within the gambling
game session, which 1s paid out and/or used to reallocate the
EE 306 available to the CE 1n the entertainment game.

A flow chart of a process of head to head gambling hybrid
game gameplay with a gambling game that 1s part of a head to
head gambling session 1n accordance with an embodiment of
the invention 1s 1llustrated 1n FI1G. 4. The process 400 includes
executing (402) an entertainment game. During the execution
of the entertainment game, a head to head gambling controller
monitors (404) the entertainment game by testing the enter-
tainment game to determine 11 head to head gambling should
be enabled or disabled. I a head to head gambling session 1s
enabled, then the head to head gambling controller can con-
tinue to monitor (404) the entertainment game to determine 11
a latch event has occurred. When a latch event 1s detected,
then a head to head gambling session that includes multiple
players engaged 1n at least one gambling game can be 1niti-
ated (406) with wagers parameterized based upon informa-
tion related to entertainment game gameplay. During and/or
after the execution of the head to head gambling session,
payouts from wagers made during the head to head gambling
session are generated (408). An entertainment game can
occur simultaneously and/or continue (410) after a head to
head gambling session 1s mitiated.

A flow chart of a process of parameterizing wager terms 1n
a head to head gambling session using a head to head gam-
bling controller in accordance with an embodiment of the
invention 1s i1llustrated 1n FIG. 5. The process 500 includes
monitoring a head to head gambling hybrid game to deter-
mine (502) 11 head to head gambling 1s enabled by a head to
head gambling controller. In certain embodiments, an opera-
tor or players of a head to head gambling hybrid game can
enable or disable head to head gambling manually or auto-
matically based upon a testable rule that governs when head
to head gambling 1s enabled or disabled based upon a set of
conditions (such as but not limited to when a certain amount
of time has elapsed or a certain accumulation of GWC by
players). IT head to head gambling is enabled, a head to head
gambling controller can monitor (504) the gameplay of the
head to head gambling hybrid game to detect whether a latch
event has occurred. A latch event can include any event that
can transpire within an entertainment game which can trigger
a head to head gambling session. In certain embodiments, a
latch event can 1nclude the occurrences of several simulta-
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neous or consecutive events 1in an entertainment game. A head
to head gambling session 1s initiated and parameterized (506 )
upon the detection of a latch event.

A conceptual diagram that 1llustrates a process of operating
a head to head gambling controller in accordance with an
embodiment of the mvention 1s illustrated 1n FIG. 6. The
conceptual diagram includes the various types of information
that can be utilized to configure gambling game parameter-
ization 604, latching functions 606 or head to head gambling
enablement 608 including (but not limited to) an entertain-
ment game’s variable set 616, RWE data 610, parameters that
limit the bounds of the head to head gambling hybrid game’s

operation set by an operator 612 and player account informa-
tion 614. Within the GWE, the latching functions and the

gambling game parameterization can also be utilized to atfect
the operation of other GWE functions 618 as well as the
parameterization of wagers within at least one gambling
game executed by a RWE 620.

Turning now to FIGS. 7, 8, 9, 10 and 11, where elements
annotated with the same number are the same elements. A
conceptual diagram that 1llustrates a process of operating a
head to head gambling hybrld game where two players enter
the same gambhng game 1n accordance with an embodiment
of the mvention 1s illustrated in FIG. 7. The diagram 1llus-
trates that a player 702 can mstruct a CE 704 to utilize EE 706
to perform an AE 708 1n an entertainment game. At the same
time, a GWE utilizes a head to head gambling controller 710
that monitors an entertainment game to determine whether
the conditions that enable head to head gambling are present
712. The conditions to determine 11 head to head gambling 1s
enabled may be based upon mput from the entertainment
game variable set 713, the RWE, GWE, casino player account
variables, etc. If head to head gambling 1s enabled, the head to
head gambling controller monitors the entertainment game
for a latch event 714. The detection of a latch event initializes
a head to head gambling session by parameterizing 716 wager
terms made 1n the head to head gambling session 718 based
upon entertainment game gameplay information, such as the
entertainment game variable set 715 including but not limited
to GWC, ROs, RECs and CECs of entertainment game 717.
In the illustrated embodiment, the head to head gambling
session 710 can include a single gambling game played
amongst each of the players of the head to head hybrid game.
In many embodiments, the head to head game controller 710
may define pay tables and subsequent distributions of any
winnings to the single gambling game 718. The single gam-
bling game 718 may allocate RWC to a bonus pool. RWC
flows to wager as a function of 11A (for player A) and 11B
(from player B). The single gambling game 718 includes
calculation of wager result distribution to determine the por-
tion of RWC win attributable to player A and player B.

In a number of embodiments, each player 1n a head to head
gambling session can also engage in separate gambling
games. Each gambling game of the head to head gambling
session can have the same or different wager terms. Also, each
gambling game can be independent to each other or depen-
dent on each other, such as where the result of a first gambling
game serves as an input to a second gambling game or vice
versa. A conceptual diagram that illustrates a process of oper-
ating a head to head gambling hybrid game where two players
enter different gambling games in accordance with an
embodiment of the invention 1s illustrated in FIG. 8. The
diagram 1n FI1G. 8 illustrates that each player enters a different
gambling game 804A and 804B 1n a head to head gambling
session, 1n contrast with each player entering the same gam-
bling game as 1llustrated 1n FIG. 7.
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In several embodiments, a latch event may not require
utilization of an AE. A conceptual diagram that illustrates a
process of operating a head to head gambling hybrid game
where a latch event does not require usage of an actionable
clement in accordance with an embodiment of the invention 1s
illustrated in FI1G. 9. The dlagram in FI1G. 9 illustrates that the
latch event only monitors EE 904, in contrast with the latch
event requiring AE 1n order to occur as illustrated 1n FIG. 8.

Although various constructions of head to head gambling
controllers and methods for conducting head to head gam-
bling sessions are discussed above, head to head gambling
controllers can be constructed to conduct head to head gam-
bling sessions 1n various ways as appropriate to the require-
ments of a specific application 1n accordance with embodi-
ments of the invention. Implementations of various
entertainment game gameplay themes are discussed below.
Head to Head Gambling Hybrid Game Gameplay

Head to head gambling hybrid games in accordance with
many embodiments of the invention can be utilized to facili-
tate head to head gambling sessions with various entertain-
ment games of different themes. In certain embodiments, a
head to head gambling controller can facilitate head to head
gambling sessions in a Wild West shootout themed entertain-
ment game. In the Wild West shootout themed entertainment
game, two players can participate whereby each 1s a sheriff’s
deputy 1n the same small frontier town. The conditions for
initiating head to head gambling can be as follows (by way of
example): a player elects to participate 1n a head to head
gambling session, an operator enables head to head gambling
sessions and the players’ CEs are present at the same shootout
on a ranch outside of town.

When the enablement conditions are present, the head to
head gambling controller monitors the entertainment game
for a latch event, such as when both players fire a bullet (EE)
from their gun at each other. When the latch event occurs, the
head to head gambling controller will initiate a head to head
gambling session with wager terms parameterized utilizing
entertainment game gameplay information, such as the enter-
tainment game variable set of each player participating in the
head to head gambling session. A player’s entertainment
game variable set can include information concerning (but
not limited to) each player’s skill level, the type of weapon
used 1n the context of the entertainment game and the health
points of each players” CE. Parameterization can also cause
RWC to be allocated to the gambling game from each player’s
player profile for use in a gambling game 1n accordance with
entertainment game gameplay information. Similarly, the
payouts for the gambling game and/or the entertainment
game resulting from wagers made 1n gambling games of the
head to head gambling session can also be allocated back to
the players 1n accordance with each player’s entertainment
game variable set.

In several embodiments, a head to head gambling control-
ler can facilitate head to head gambling sessions 1n a creative
thinking based party game, such as Scattegories produced by
Hasbro Inc. of Pawtucket, R.I. In a Scattegories inspired head
to head gambling hybrid game, two or more competitors
compete to 1dentily a words or phrase beginning with a spe-
cific letter within each of twelve categories within a limited
period of time (such as but not limited to one, two or three
minutes). Each player undertakes the activity 1in the context of
a list, which 1s the same for all players, and which changes
with each round. Points can be awarded for each word or
phrase provided that 1s not duplicated by another player. A
maximum of 12 points can be earned by a player in any given
round.
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In certain embodiments, players begin by being matched
with other players of an appropriate skill level. The players
can also agree upon the amount of RWC to attribute to each
line 1n the game. A line 1s an entry whereby a player records
the word or phrase that the player identifies 1 association
with the category provided. In particular embodiments, the
players can agree that each line (EE) will cause one umit of
RWC to be committed to a head to head gambling session.
Each player also dictates the time available for each round of
the game. Each player then enters an amount of RWC for
utilization during gameplay (such as but not limited to enter-
ing that a minimum of 12 units of RWC 1s required to com-
mence game play). Once the head to head gambling hybrid
game 15 set up, entertainment gameplay can commence.

In many embodiments, an entertainment game can utilize a
RNG to generate the letter for the first round, such as but not
limited to the letter N. Each player 1s then shown the same list
by the ESE. In certain embodiments, the list has the following,
twelve entries: (1) an item of clothing, (2) an animal, (3)
candy, (4) something you pick up on the way out of the house,
(5)apartofacar, (6)atool, (7)something kids don’t like, (8)
a color, (9) a country, (10) something that grows, (11) a film
and (12) something you dream about. Once the list 1s shown,
cach player commences entering answers independently.

In certain embodiments, a player A selects one minute for
a round, has sixty seconds to provide the twelve words or
phrases in that round while a player B selects two minutes for
a round.

In particular embodiments, possible resulting entries from
the players are listed in the following table:

Table of player entries in a Scattegories themed game

Line Number Player A Player B
1 Necktie Negligee
2 Narwhale
3 Necco Waler Necco Waler
4
5 Nuts and bolts
6 Nibbler
7 Nitpicking Nightmares
8 Neon Navy Blue
9 Nigeria Norway
10 Nightcrawler
11 NeverEnding Story Napolean Dynamite
12 Nighttime Nachos

At the conclusion of the one minute, player A that selected
one minute for a round 1s asked to wait for a latch event when
both players’ times for a round have transpired. After two
minutes, both players can no longer input information and the
head to head gambling controller detects that a latch event has
occurred and parameterizes wager terms 1n a head to head
gambling session.

In certain embodiments, wager terms 1n a gambling game
can be parameterized according to the following rules: 1t both
players provide dissimilar answers they contribute RWC
equally to a medium return/medium risk gambling game; if
both players provide the same answer, each player contributes
equally to a gambling game with a low return/high risk pro-
file; 11 one player provides an answer and the other does not,
the first player plays a gambling game with a medium return/
medium risk profile. Also, any RWC payout won as a function
of the gambling games 1n a head to head gambling session can
be divided 55/45 1n favor of player A that elected only one
minute for a round lieu of two minutes per round.
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In particular embodiments, the parameterization can vield
that a series of 11 gambling games can be parameterized by
the head to head gambling controller and run by the RWE due
to line 4 1s totally blank). This 1s due to player A and player B
consuming nine lines (EE), which in turn causes nine units of
RWC to be committed to gambling games by each party, or
units 18 of RWC 1n total. In certain embodiments after these
gambling games are executed, player A can receive a payout
of 13 RWC and is enabled to utilize 13 lines (EE) 1n the next
round while Player B receives a payout of 7 RWC and 1s
enabled to utilize 7 lines (EE) 1n the next round. Therefore, 1n
the next round of the entertainment game, player B will only
be able to play seven lines unless player B adds more RWC for
gameplay use.

In several embodiments, each round of a Scattegories
themed head to head gambling hybrid game also causes the
players to accumulate GWC. In certain embodiments, the
amount of GWC rewarded 1s equivalent to the number of lines
that were correctly filled out and which were not duplicated
by the other players.

In a number of embodiments, each player of a Scattegories
themed head to head gambling hybrid game participates in an
independent, rather than joint gambling games, but these
gambling games are characterized as a function of the choices
and performance 1n the entertainment game of both players.
In certain embodiments, each independent gambling game of
a head to head gambling session 1s parameterized according
to the following rules, which can apply to each line: it both
players provide different answers they each participate in an
independent medium return/medium risk gambling game; 1f
both players provide the same answer, each player partici-
pates 1n a gambling game with a low return/high risk profile;
if one player provides an answer and the other does not, the
first player plays a gambling game with a high return/low risk
profile while the second player does not play a gambling
game associated with the blank line; 1n all cases, choosing to
complete a round 1 1 minute will provide improved odds
relative to taking two minutes to complete the round, and
completing the round 1n two minutes will provide better odds
than will taking three minutes.

In certain embodiments, two players can contribute RWC
at the onset of entertainment game gameplay. Each line (EE)
corresponds to three credits (RWC). At the onset of each
round, players can or are required to commit a specified
amount of EE to the round. During the round, the players
enter their answers on each line. To the extent that they pro-
vide fewer answers than lines committed, the committed EE
that went unused 1s lost to the player. In particular embodi-
ments, if a player commuts to 10 EE, but only provides seven
answers, three EE are consumed without any prospect of
triggering a gambling game. The RWC associated with that
EE 1s kept by the house. And, in cases where a player has a
blank line, and a second player has provided a valid answer,
the pay tables for the gambling game for the second player in
that instance are substantially improved.

A conceptual diagram that i1llustrates a process of operating
a Scattegories themed head to head gambling hybrid game
where enabling elements are stored in an enabling element
queue 1n accordance with an embodiment of the invention 1s
illustrated 1n FIG. 10. The diagram 1llustrates how a series of
EE consumptions (such as, lines being filled out during a
round) are batched, or queued 1004. Only when a specific
in-game event takes place (such as but not limited to the end
of a round, or the AE) are each of the queued EE consump-
tions advanced through the process by which each EE 1s
converted into a specific amount of RWC that 1s gambled in a
gambling game of a head to head gambling session.
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In several embodiments, rather than a different AE releas-
ing the queue of EE for each CE, a single AE can release
multiple queues for multiple CEs. In certain embodiments, it
1s not an AE that 1s required to release the queue, but rather a
different in-game event. In particular embodiments, a fixed

number of EE can be accumulated 1n an EE queue and used in

parameterization of a head to head gambling session upon
occurrence of a latch event, such as (but not limited to) the end
of the entertainment game (such as but not limited to when a
CE’s life 1s extinguished or an opposing player exits the game
or surrenders), a Spec1ﬁc type of EE taking place (such as but
not limited to any EE that consumes three or more health
points, the consumption of a potion, the firing of a bullet), or

B

an operator initiated action. In certain embodiments, EE
queuing does not release each EE stored 1n the EE queue but
performs an operation upon the EE stored in the queue such
that a different number or type of EE 1s released upon the
release of EE from the EE queue.

In many embodiments, a head to head gambling controller
can facilitate head to head gambling sessions 1n a boxing
themed entertainment game. In a boxing themed entertain-
ment game, two players can compete head to head in an
entertainment game. A CE (such as but not limited to a CE
themed as a boxer) under control of a player can perform
actions 1n the entertainment game such as a punch or a parry.
When a CE successfully lands a punch GWC 1s earned.
Similarly, when a CE 1s lut, GWC 1s lost. Each player’s CE
has a certain amount of stamina (EE) at the onset of the game.
The amount of EE that each boxer has can be a function of the
amount of RWC contributed to the game, and may also be a
tfunction of other factors, including, but not limited to, player
history at the boxing themed entertainment game and/or other
games, the history of this player’s particular CE and the
relative skill of each player as compared to an opponent.
Every time a CE attempts to punch an opponent, whether the
punch 1s landed or not, stamina 1s consumed (EE). Different
types of punches consume more or less EE. Likewise, every
time a CE 1s hit by a punch, stamina 1s consumed (EE), 1n this
case a function of the type of punch landed, and the extent to
which the CE who was hit succeeded in defending or detlect-
ing the punch. EE 1s also consumed as a function of CE
movement 1n general (such as but not limited to a boxer
continuously backing away from an attacking opponent will
consume a measure of EE).

In many embodiments, EE consumed 1s added to a runnming
total for that CE (in the EE Queue) until an AE occurs, such as
(but not limited to) a punch landed by one CE upon the other.
The head to head gambling controller recognizes the AE as a
latch event, and the FE sum from each EE queue 1s released
and utilized to parameterize wager terms 1n the gambling
games of a head to head gambhng session. Parameterization
can 1nclude Convertlng EE into RWC 1n accordance to rules
that govern how EE 1n an entertainment game translates into
RWC available 1n a gambling game. Similarly, parameteriza-
tion can include converting RWC from a payout into EE 1n an
entertainment game that can be utilized by a CE.

The following table displays types the amount of stamina
(EE) consumed by player A and player B as a result of various

T 1

in-game actions combined with characteristics of a CE:

Table of types of EE based in a boxing themed game

Stamina (EE) Stamina (EE)
EE Action Types Consumed A Consumed B
Right hook-attempt 3 2
Left hook-attempt 2 3
Right jab-attempt 3 2
Left jab-attempt 2 3
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-continued

Table of types of EE based in a boxing themed game

Stamina (EE)
Consumed A

Stamina (EE)

EE Action Types Consumed B

Right upper cut-attempt
Left upper cut-attempt

Right hook hit
Left hook hit
Right jab hit

Left jab hit

Right upper cut hit
Left upper cut hit
Block punch
Deflect punch
Back away

R SN D S I (S L0 B SO R R B B S R R
S VS R R R N0 i (0 IR R R S B

The table illustrates how player A’s CE retlects a stronger,
slower moving, heavier hitting fighter with a left-hand bias.
As a result the CE associated with player A consumes more
EE in attempting right handed punches than left handed
punches. Also, the CE also consumes less EE when hit by
upper cuts and hooks given the CE’s greater strength and
durability. At the same time, the CE’s slower reflexes and
lower agility means that that the CE consumes more EE to
block or deflect punches or to back away. Similarly, player
B’s CE reflects a right-handed CE with high agility, more
endurance but less punching power and a lower pain thresh-
old. As such, Player B’s CE consumes more stamina (EE) to
attempt leit handed hooks and upper cuts, takes more damage
from punches landed, and uses less stamina to defend
punches or back away from punches. Although a specific
table 1s 1llustrated above, any of a variety of tables can be
utilized 1n boxing and/or similarly themed hybrid games as
appropriate to the specific hybrid game 1n accordance with
embodiments of the mnvention.

Upon commencing entertainment game gameplay, stamina
points (EE) consumed are stored 1n an EE queue until an event
occurs that causes a release of EE 1n an EE queue back to for
the CE’s consumption, such as but not limited to when a
punch 1s landed or a player 1s out of stamina points or when a
certain amount of time has elapsed. The following table dis-
plays types the amount of stamina (EE) stored 1n an EE queue
by player A and player B. An example of the contents of the
EE Queues for CE A and B might be as follows:

Table of types of EE stored in an EE queue for playver A

Queue # Description EE(A)
1 Right hook - attempt 3
2 Left hook - attempt 2
3 Left jab-attempt 2
4 Back away 2
5 Left hook - attempt 2

Table of types of EE stored in an EE queue for player B

Queue # Description EE(B)
1 Deflect punch
2 Block punch
3 Back away 1
4 Left upper cut - attempt 3
5 Left upper cut hit 3
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In certain embodiments, a latch event occurs when an left
upper cut attempted by A 1s landed on B and a head to head
gambling session 1s triggered with wagers terms from two
gambling games (one each for player A and player B) param-
cterized. In the case of player A, a total of 11 EE are con-
sumed, which will be translated into a specific amount of
RWC to be wagered 1n a gambling game for player A. For
player B, nine EE 1s consumed which 1s also translated into a
specific amount of RWC wagered 1n a gambling game for
player B. Also, as this sequence led to a hit on player B by
player A, the pay tables for the gambling game that player A
1s participating in yields better odds than those for the gam-
bling game that player B 1s participating in. Other factors
utilized 1n parameterizing wager terms in a head to head
gambling session can include (but 1s not limited to) the nature
of the CEs (such as but not limited to how many matches a
grven CE has participated 1in during the CE’s career), and the
players (such as but not limited to how much money the
players have spent 1n the head to head gambling hybrid game
in the past year). A gambling game payout can include a win
of four units of RWC for player A and a loss of three units of
RWC for player B. These payouts from the gambling game
can be converted 1n stamina points 1n the form of reserve EE,
which 1s stored for each player to be released at the end of the
boxing round.

In several embodiments, transport tests (such as but not
limited to a determination 1f the CE 1n question even made 1t
to the end of the round) can be utilized to determine how
reserve EE 1s converted into EE consumable by the CE as
stamina points. A transport test 1s a test of the head to head
gambling hybrid game that determines whether the reserve
EE can be utilized as EE available to a player at an entertain-
ment game. A conceptual diagram that illustrates a process of
operating a head to head gambling hybrid game where trans-
port testing 1s utilized 1n accordance with an embodiment of
the imnvention 1s illustrated 1n FI1G. 11. The diagram 1n FI1G. 11
illustrates that a transport test 1104 1s utilized to determine
whether reserve EE earned in a payout of a head to head
gambling game session can be released to be utilized as EE by
a player 1in an entertainment game.

In certain embodiments, a head to head gambling control-
ler can continue to detect latch events until head to head
gambling 1s deactivated, such as (but not limited to) when one
of the CEs 1s knocked out, the end of the fight 1s reached, one
of the players withdraws from the game, or one of the players
runs out of RWC to support ongoing gambling and/or to fund
a non-gambling participation in the game.

In several embodiments, a bonus pool function can be
utilized where a portion of RWC paid out from each gambling,
game can be contributed to a pool that can be awarded to the
player that wins the overarching entertainment game.

Although various entertainment game gameplay themes
are discussed above, head to head gambling sessions can be
conducted with different entertainment game gameplay
themes that parameterize wager terms utilizing entertainment
game gameplay information in any manner as appropriate to
the requirements of a specific application 1n accordance with
embodiments of the invention. In certain embodiments, head
to head gambling sessions can be conducted utilizing differ-
ent tests for head to head gambling session enablement, latch
events, wager terms, or entertainment game gameplay inifor-
mation as appropriate for a specific gameplay theme. A dis-
cussion of a processing apparatus that can be implemented 1n
a head to head gambling hybrid game 1s discussed below.
Processing Apparatus

Any of a variety of processing apparatuses can host various
components of a head to head gambling hybrid game 1n
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accordance with embodiments of the invention. In several
embodiments, these processing apparatuses can include, but
are not limited to, a gaming machine, a general purpose
computer, a computing device and/or a controller. A process-
ing apparatus that 1s constructed to implement a head to head
gambling hybrid game in accordance with an embodiment of
the imnvention 1s 1llustrated in FIG. 12. In the processing appa-
ratus 1200, a processor 1204 1s coupled to a memory 1206 by
a bus 1228. The processor 1204 1s also coupled to non-tran-
sitory processor-readable storage media, such as a storage

device 1208 that stores processor-executable instructions
1212 and data 1210 through the system bus 1228 to an I/O bus

1226 through a storage controller 1218. The processor 1204 1s
also coupled to one or more interfaces that may be used to
connect the processor to other processing apparatuses as well
as networks as described herein. The processor 1204 1s also
coupled via the bus to user input devices 1214, such as tactile
devices including but not limited to keyboards, keypads, foot
pads, touch screens, and/or trackballs, as well as non-contact
devices such as audio mput devices, motion sensors and
motion capture devices that the processing apparatus may use
to recerve inputs from a user when the user interacts with the
processing apparatus. The processor 1204 1s connected to
these user input devices 1214 through the system bus 1228, to
the I/0 bus 1226 and through the input controller 1220. The
processor 1204 1s also coupled via the bus to user output
devices 1216 such as (but not limited to) visual output
devices, audio output devices, and/or tactile output devices
that the processing apparatus uses to generate outputs per-
ceivable by the user when the user interacts with the process-
ing apparatus. In several embodiments, the processor is
coupled to visual output devices such as (but not limited to)
display screens, light panels, and/or lighted displays. In a
number ol embodiments, the processor 1s coupled to audio
output devices such as (but not limited to) speakers, and/or
sound amplifiers. In many embodiments, the processor 1s
coupled to tactile output devices like wvibrators, and/or
mampulators. The processor 1s connected to output devices
from the system bus 1228 to the I/O bus 1226 and through the
output controller 1222. The processor 1204 can also be con-
nected to a communications interface 1202 from the system
bus 1228 to the I/O bus 1226 through a communications
controller 1224.

In various embodiments, a processor loads the instructions
and the data from the storage device into the memory and
executes the instructions and operates on the data to imple-
ment the various aspects and features of the components of a
gaming system as described herein. The processor uses the
user input devices and the user output devices in accordance
with the mstructions and the data 1n order to create and oper-
ate user interfaces for players, casino operators, and/or own-
ers as described herein.

Although the processing apparatus 1s described herein as
being constructed from a processor and instructions stored
and executed by hardware components, the processing appa-
ratus can be composed of only hardware components in
accordance with many embodiments. In addition, although
the storage device 1s described as being coupled to the pro-
cessor through a bus, those skilled 1n the art of processing
apparatuses will understand that the storage device can
include removable media such as but not limited to a USB
memory device, an optical CD ROM, magnetic media such as
tape and disks. Also, the storage device can be accessed
through one of the interfaces or over a network. Furthermore,
any of the user mput devices or user output devices can be
coupled to the processor via one of the interfaces or over a
network. In addition, although a single processor 1s described,
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those skilled in the art will understand that the processor can
be a controller or other computing device or a separate com-
puter as well as be composed of multiple processors or com-
puting devices.

In numerous embodiments, any of an RWE, GWE or ES
as described herein can be implemented on multiple process-
ing apparatuses, whether dedicated, shared or distributed 1n
any combination thereof, or may be implemented on a single
processing apparatus. In addition, while certain aspects and
teatures of element management processes described herein
have been attributed to an RWE, GWE, or ESE, these aspects
and features may be implemented 1n a hybrid form where any
ol the features or aspects may be performed by any of a RWE,
GWE, ESE within a head to head gambling hybrid game
without deviating from the spirit of the invention.

While the above description contains many specific
embodiments of the invention, these should not be construed
as limitations on the scope of the mnvention, but rather as an
example of one embodiment thereof. It 1s therefore to be
understood that the present invention may be practiced oth-
erwise than specifically described, without departing from
the scope and spirit of the present invention. Thus, embodi-
ments of the present invention should be considered in all
respects as illustrative and not restrictive.

L1l

What 1s claimed 1s:
1. A networked gaming system comprising:
a real world engine connected to a game world engine,
wherein the real world engine 1s constructed to:
accept from the game world engine, a trigger to run a
gambling game of a hybrid game; and
provide to the game world engine, 1n response to the
trigger, a randomly generated payout of real world
credits from a wager in the gambling game;
an entertainment software engine connected by a network
to the game world engine, wherein the entertainment
soltware engine 1s constructed to:
execute a multiplayer entertainment game of the hybrnid
game, the multiplayer entertainment game providing
outcomes based upon a plurality of players’ actions
taken by the plurality of players’ as the plurality of
players compete against each other during skillful
execution of the multiplayer entertainment game to
carn a payout of game world credits separately for
cach player of the plurality of players; and
convey to the game world engine via the network, the
plurality of players’ actions; and
the game world engine connected to the real world engine
and connected by the network to the entertainment soit-
ware engine, wherein the game world engine 1s con-
structed to:
receive from the entertainment software engine via the
network, the plurality of players’ actions taken during
the plurality of players’ skillful execution of the mul-
tiplayer entertainment game; and
manage the entertainment soiftware engine and use
gameplay gambling event occurrences based upon the
players’ actions taken during the plurality of players’
skallful execution of the multiplayer entertainment
game to trigger the wager in the gambling game,
wherein the game world engine utilizes a head to head
gambling controller constructed to:
detect an occurrence of a latch event on the basis of the
plurality of players’ actions within a multiplayer
entertainment game gameplay session and enter the
plurality of players into a multiplayer simultaneous
gambling session;
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parameterize wager terms of the wager made 1n the
gambling game based on information related to the
gameplay of the plurality of players entered 1into the
multiplayer simultaneous gambling session,
wherein the wager terms include a relationship
between a real world credit payout and a payout of
resources utilized by the plurality of players 1n the
multiplayer entertainment game gameplay session;

trigger the wager in the gambling game during the
multiplayer simultaneous gambling session based
on the plurality of players’ actions;

distribute the randomly generated payout of real
world credits as a result of the wager in the gam-
bling game during the multiplayer simultaneous
gambling session between the plurality of players
of the multiplayer entertainment game entered 1nto
the multiplayer simultanecous gambling session;

determine the payout of resources utilized by the plu-
rality of players 1n the multiplayer entertainment
game gameplay session on the basis of the ran-
domly generated payout of real world credits and
the relationship between the real world credit pay-
out and the payout of resources utilized by the
plurality of players in the multiplayer entertain-
ment game gameplay session; and

distribute to the entertainment software engine via the
network, the payout of resources for utilization by
the plurality of players in the entertainment game
during the multiplayer entertainment game game-
play session and the multiplayer simultaneous
gambling session.

2. The networked gaming system of claim 1, wherein the
wager terms further include odds of return for wagers in a pay
table, and real world credit commitment to begin the multi-
player simultaneous gambling session.

3. The networked gaming system of claim 1, wherein the
information related to gameplay within the multiplayer enter-
tainment game gameplay session 1s a multiplayer entertain-
ment game variable set, which icludes aspects of the multi-
player entertainment game that can vary during gameplay
progression.

4. The networked gaming system of claim 3, wherein the
multiplayer entertainment game variable set includes game
world credits earned by the plurality of players entered into
the multiplayer simultaneous gambling session.

5. The networked gaming system of claim 3, wherein the
multiplayer entertainment game variable set includes at least
one variable selected from the group consisting of enabling
clements that are limited resources whose consumption
enables the plurality of player’s play of the multiplayer enter-
tainment game, actionable elements that trigger the wager in
the gambling game when acted upon, required objects 1n the
multiplayer entertainment game necessary for an actionable
clement to be acted upon, required environmental conditions
that are a game state necessary within the multiplayer enter-
tainment game for an actionable element to be acted upon and
controlled entity characteristics for a status necessary for a
controlled entity associated with a player for an actionable
clement to be acted upon.

6. The networked gaming system of claim 1, wherein the
head to head gambling controller 1s further constructed to
conduct the multiplayer simultaneous gambling session for
the plurality of players after testing the hybrid game for
criteria that dictate whether the multiplayer simultaneous
gambling session 1s enabled.

7. The networked gaming system of claim 1, wherein a
player of the plurality of players of the hybrid game 1s an
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clectronic representation of interactions associated with a
player profile of the hybrid game.
8. The networked gaming system of claim 1, wherein the
head to head gambling controller 1s further constructed to
execute on the game world engine.
9. The networked gaming system of claim 1, wherein the
head to head gambling controller 1s further constructed to
execute on a head to head gambling server and communicate
with the game world engine via the network.
10. The networked gaming system of claim 1, wherein the
real world engine and the game world engine are constructed
using a same processing apparatus.
11. The networked gaming system of claim 1, wherein the
real world engine and the game world engine are constructed
using separate processing apparatuses, and wherein the real
world engine and the game world engine are connected by the
network.
12. A networked gaming system comprising:
a real world engine connected to a game world engine by a
network, wherein the real world engine 1s constructed to:
accept from the game world engine via the network, a
trigger to run a gambling game of a hybrid game; and

provide to the game world engine via the network, in
response to the trigger, a randomly generated payout
of real world credits from a wager 1n the gambling
g£ame:;
an entertainment software engine connected to the game
world engine, wherein the entertainment software
engine 1s constructed to:
execute a multiplayer entertainment game of the hybrnid
game, the multiplayer entertainment game providing
outcomes based upon a plurality of players’ actions
taken by the plurality of players’ as the plurality of
players compete against each other during skilliul
execution of the multiplayer entertainment game to
carn a payout of game world credits separately for
cach player of the plurality of players; and

convey to the game world engine, the plurality of play-
ers’ actions; and

the game world engine connected to the real world engine
by the network and connected to the entertainment sofit-
ware engine, wherein the game world engine 1s con-
structed to:
receive from the entertainment software engine, the plu-

rality of players’ actions taken during the plurality of

players” skillful execution of the multiplayer enter-

tainment game; and

manage the entertainment solitware engine and use

gameplay gambling event occurrences based upon the

players” actions taken during the plurality of players’

skillful execution of the multiplayer entertainment

game to trigger the wager via the network in the

gambling game,

wherein the game world engine utilizes a head to head

gambling controller constructed to:

detect an occurrence of a latch event on the basis of the
plurality of players” actions taken during the plu-
rality of players’ skillful execution of the multi-
player entertainment game within a multiplayer
entertainment game gameplay session and enter the
plurality of players into a multiplayer simultaneous
gambling session;

parameterize wager terms of the wager made 1n the
gambling game based on information related to the
gameplay ol the plurality of players entered into the
multiplayer simultaneous gambling session,
wherein the wager terms include a relationship
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between a real world credit payout and a payout of
resources utilized by the plurality of players 1n the
multiplayer entertainment game gameplay session;

trigger the wager in the gambling game via the net-
work during the multiplayer simultancous gam-
bling session;

distribute the randomly generated payout of real
world credits as a result of the wager in the gam-
bling game during the multiplayer simultaneous
gambling session between the plurality of players
of the multiplayer entertainment game entered into
the multiplayer simultaneous gambling session;

determine the payout of resources utilized by the plu-
rality of players 1n the multiplayer entertainment
game gameplay session on the basis of the ran-
domly generated payout of real world credits and
the relationship between the real world credit pay-
out and the payout of resources utilized by the
plurality of players in the multiplayer entertain-
ment game gameplay session; and

distribute the payout of resources for utilization by the
plurality of players 1n the entertainment game dur-
ing the multiplayer entertainment game gameplay

sess1on and the multiplayer simultaneous gambling
SeSS101.

13. The networked gaming system of claim 12, wherein the
wager terms further include odds of return for wagers 1n a pay
table, and real world credit commitment to begin the multi-
player simultaneous gambling session.

14. The networked gaming system of claim 12, wherein the
information related to gameplay within the multiplayer enter-
tainment game gameplay session 1s a multiplayer entertain-
ment game’s variable set, which includes aspects of the mul-
tiplayer entertamnment game that can vary during gameplay
Progression.

15. The networked gaming system of claim 14, wherein the
multiplayer entertainment game variable set includes game
world credits earned by the plurality of players entered into
the multiplayer simultaneous gambling session.

16. The networked gaming system of claim 14, wherein the
multiplayer entertainment game variable set includes at least
one variable selected from the group consisting of enabling
clements that are limited resources whose consumption
enables the plurality of player’s play of the multiplayer enter-
tainment game, actionable elements that trigger the wager in
the gambling game when acted upon, required objects 1n the
multiplayer entertainment game necessary for an actionable
clement to be acted upon, required environmental conditions
that are a game state necessary within the multiplayer enter-
tainment game for an actionable element to be acted upon and
controlled entity characteristics for a status necessary for a
controlled entity associated with a player for an actionable
clement to be acted upon.

17. The networked gaming system of claim 12, wherein the
head to head gambling controller 1s further constructed to
conduct the multiplayer simultaneous gambling session for
the plurality of players after testing the hybrid game for
criteria that dictate whether the multiplayer simultaneous
gambling session 1s enabled.

18. The networked gaming system of claim 12, wherein the
head to head gambling controller 1s further constructed to
execute on the game world engine.

19. The networked gaming system of claim 12, wherein the
head to head gambling controller 1s further constructed to
execute on a head to head gambling server and communicate
with the game world engine via the network.
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20. The networked gaming system of claim 12, wherein the
game world engine and the entertainment software engine are
constructed using a same processing apparatus.

G e x Gx ex

30



	Front Page
	Drawings
	Specification
	Claims

